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COMPUTER ENTERTAINMENT SYSTEM. 

Avery small percentage of individuals may experience epileptic seizures 
when exposed to certain light patterns or flashing lights. Exposure to certain 
patterns or backgrounds on a television screen or while playing video 
games, including games played on the PlayStation 2 console, may induce 
an epileptic seizure in these individuals. Certain conditions may induce 
previously undetected epileptic symptoms even in persons who have no 
history of prior seizures or epilepsy. If you, or anyone in your family, has an 
epileptic condition, consult your physician prior to playing. If you experience 
any of the following symptoms while playing a video game — dizziness, 
altered vision, eye or muscle twitches, loss of awareness, disorientation, 
any involuntary movement, or convulsions — IMMEDIATELY discontinue use 
and consult your physician before resuming play. 


WARNING TO OWNERS OF PROJECTION TELEVISIONS: 
Do not connect your PlayStation 2 console to a projection TV without first 
consulting the user manual for your projection TV, unless it is of the LCD 
type. Otherwise, it may permanently damage your TV screen. 


USE OF UNAUTHORIZED PRODUCT: 

The use of software or peripherials not authorized by Sony Computer 
Entertainment America may damage your console and/or invalidate your 
warranty. Only official or licensed peripherals should be used in the 
controller ports or memory card slots. 


HANDLING YOUR PLAYSTATION 2 FORMAT DISC: 

¢ This disc is intended for use only with PlayStation 2 consoles 

with the NTSC U/C designation. 

Do not bend it, crush it or submerge it in liquids. 

Do not leave it in direct sunlight or near a radiator or other source of heat. 
Be sure to take an occasional rest break during extended play. 

Keep this compact disc clean. Always hold the disc by the edges and 
keep it in its protective case when not in use. Clean the disc with a lint- 
free, soft, dry cloth, wiping in straight lines from center to outer edge. 
Never use solvents or abrasive cleaners. 
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MEMORY CARD slot 2 
MEMORY CARD slot 1 


disc tray 
RESET button 


(OPEN) button 


USB connector — 
$400 i.LINK connector — 
controller port 1 
controller port 2 


Set up your PlayStation®2 computer entertainment system 
according to the instructions in its Instruction Manual. Make 
sure the MAIN POWER switch (located on the back of the 
console) is turned on. Press the RESET button. When the power 
indicator lights up, press the open button and the disc tray will 
open. Place the Wild Wild Racing disc on the disc tray with the 
label side facing up. Press the open button again and the disc 
tray will close. Attach game controllers and other peripherals, 
as appropriate. Follow on-screen instructions and refer to this 
manual for information on using the software. 


L2 button R2 button 
L1 button R1 button 
directional 
buttons 
A button 
left analog stick © button 
(L3 button when pushed down) 
SELECT button X_ button 
ANALOG mode switch 1 button 
START button 
right analog stick 


(R3 button when pushed down) 


INTRODUCTION 


The first | heard about these races was a phone cll from a friend in Colorado, 1 Seed 
that an unknown organifation was financing a series of International 
Off Rand races awk were looking for drivers. Hy Baja exyerience got we the jo 
Unfortunately, way starting lack of Sucess tm that race wat that | had to start with 
the beginner arivers, but that shouldn't present we with any problems. 


Artving for the first heat in Colorado, | was amazed to find the finest and most 
diverse collection of Off-Road vehides I'd ever (een. | alfo noticed a number of shadowy 
characters watching the racers dosely. All had wolf's head logos on thelr ae 
rumours abounded that these were the finanders of the races, looking for a értver for 
a new Off-Road radug car, but they were only MMmoury. \\ 


| dimbed tuto my race car, ftarted her up and waited for the green light. Only my 
driving skills ftood between me and. victory... 
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Wild Wild Racing supports the DUALSHOCK™2 analog controller. 


MENU CONTROLS 
Tord 


Choose Menu Option 


«€or» Change Menu Option 
© button: Select Menu Option 
® button: Cancel Menu Option 


GAME CONTROLS 


Shift Down (Manual 


Transmission only) 


Pause Game 
and Display 
Pause Menu 
Rear View [active Change View 
while button is (close/ 
held down) distant views) 


Shift Up (Manual 


Transmission only) 


Brake 
(digital 
control) 


Reverse 
[digital 
control) 


Handbrake 
(digital 
control) 


Accelerator 
{analog 
control) 


Steer Left/Right 
{analog control) 


The Configurations above are the default options. Other 
controller setups are available in the Controls section of the 
Options menu. 


When in Automatic Transmission mode, the accelerator button 
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has an additional function — kickdown. This is useful when you are 
going up a steep hill and need to change down quickly. To activate 
the kickdown feature, simply release the accelerator and quickly 
depress it again. 


REPLAY CONTROLS 


© & Exit Replay Mode 


View Next Car 
Change Camera View 


Wild Wild Racing features the following game modes. To win the 
game, you may need to play in several different modes. For 
example, you will find upon completion of the Beginner 
Championship that your car is not quick enough to win at 
Amateur Championship level. You must now play Time Attack or 
Challenge games to win a car that is suitable for the Amateur 
Championship. 


Your ultimate objective in the game is threefold: 


¢ to achieve first place in the 3 championship seasons 
(Beginner/Amateur/Pro). Completing championships yields a 
Trophy and opens the next championship level, including all that 
level’s Time Attacks and Quick Races. 


¢ to win the 5 Time Attack Trophies. Beating the records on one 
circuit for all of the 3 Time Attack races (uphill, downhill, flat) 
gives you improved versions of existing cars on Beginner and 
Amateur mode. Beating these levels at Pro gives you a Trophy for 
that country. 


¢ to win all 5 Challenge Trophies. All new cars are gained in the 
Challenges. 


QUICK RACE 


Quick Race mode allows you to set up any weather/time of day 
and race in any unlocked cars on any unlocked circuits. At game 
start three circuits and three cars are available, but as you 
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; and panes are. Pe scnad. Oulek Reo! ipalig has 
ne ct game ifartetion except to allow new lap records to be 
established. 


Quick Race mode allows you to set up the following Times of Day 
and Weather Conditions: 


Morning 
Day 


Evening 


thi Championship levels 


(Goolheiee indent Pcos that are opened when the previous 
championship has been won. At game start only the Beginner 
Championship is availabl ‘but new Championships open as you 
progress through the game. _ 


Championship games consist of 3 sequential races at Beginner level, 
4 sequential races at Amateur level and 5 sequential races at Pro 
level. The differences between championship levels are as follows: 


— the number of checkpoints i is halved 

— opponents use higher performance cars 

— there are more cars in the races 

— there are more laps in the race 

— weather and time of day present more of a challenge 

The following points are awarded for completing championship races: 


1st place: 8 points 
2nd place: 5 points 
3rd place: 3 points 
4th place: 2 points | 
5th place: — 1 point - 
6th place: 0 points | 


These points are totalled at the end of each race and the driver 
with the most points at the end of the championship is deemed 
the winner. If you complete a championship in first, second or 
third place then you are awarded a trophy. Winning a gold trophy 
allows you to progress to the next Championship level. 


TIME ATTACK 


Time Attack mode allows you to race solo against a 
predetermined record in any unlocked cars on any unlocked 
circuits. Time Attack mode is split into three types of race: uphill, 
downhill and flat. 


This means that there are 3 Time Attacks for each country at 
each championship class. The awards for these races are as 
follows: 


Beat all 3 USA Time Attacks at Beginner or Amateur level 
— Double Moon is upgraded to next level 

Beat all 3 India Time Attacks at Beginner or Amateur 
level — Typhoon is upgraded to next level 

Beat all 3 Iceland Time Attacks at Beginner or Amateur 
level — Demon is upgraded to next level 

Beat all 3 Mexico Time Attacks at Amateur level — Kemono 
is upgraded to next level 

Beat all 3 Time Attacks in any country at Pro level — the 
trophy for that country is awarded 


Note: you must have won the Kemono car in the Kemono 
Challenge to receive an upgraded version from the 
Mexico Time Attacks. 


ae 


Challange iodo allows you to race against the clock to win new 
cars, upgrades to these cars and ultimately to win challenge 
trophies. Each Challenge Mode game consists of three different tasks: 


In Quest Mode you must drive solo around a standard 
racecourse and collect letters hidden in the level that make up the 
name of the car before your time runs out. There are no 
restrictions on the order these letters are collected. Beating a 
Quest Challenge wins the Challenge car. 


In Skill Mode you must push a ball across an obstacle course 
and though a goal within a specified time period. Beating a Skill 
Challenge wins a new engine for the challenge car. 


In Stunt Mode \ you must drive across an extreme course and get 
to a checkpoint within a specified time period. Beating a Stunt 
Challenge allows you to progress to the next challenge (if the 
appropriate Championship level has been reached). 


You can use any car in a Quest challenge (even pro class cars) 
while Skill and Stunt challenges must be played with the 
challenge car. All tasks have three time bands that correspond to 
Gold, Silver and Bronze awards. Achieving gold in all three tasks 
results in the award of a Challenge Trophy. 

New Challenges open up when the appropriate Championship 


level has been reached and the previous Challenge has been 
completed as follows: 


Kemono Challenge - available at Beginner Championship level 
Mud Blaster Challenge — available at Amateur Championship 
oe bia) Pag et of the Kemono 0 en 


htning 5 Ghallathe - bis at Pro Chanigiedehio 
ipon completion of the Griffon Challenge 

Behemoth Challenge - available at Pro Championship level and 
upon completion of the Black Lightning Challenge 


MENUS 


MAIN MENU 


SINGLE PLAYER > 


BACK SELECT 


RE eee eee EE 
you have loaded previously saved game data from a memory card 


(for PlayStation@2) then this option allows you to continue with 
your saved game. 


The screens you will encounter as you set up a single player game 
' are as follows: 


1. Name Entry - enter your name using the Directional buttons. 
This name is used to identify lap and race records and can be up 

) to 8 characters in length. Press the & button to confirm your 
selection and progress to the next screen. 


Note: if at any stage you wish to change this name you 
can return to the Name Entry screen by pressing the ® 
button in the Game Select screen. 


2. Game Select — choose your game mode from the four options 
available. See the Game Modes section of this manual for full 
details of the four Game Modes that are available. 


3. Race Setup - set up specific details of the race you wish to 
take part in. This varies with Game Mode and is covered in the 
Game Modes section of this manual. 


4. Car Select — choose the car you wish to race in. At game 

start only three cars are available, but more become available as 
you complete Challenge games. The left-hand side of the screen 
contains status bars indicating maximum speed, acceleration and 
handling. As Time Attack and Challenge games are completed, 
more powerful engines are fitted to these cars. The upgrade 
status is color coded in the status bars: green is Beginner level, 
yellow is Amateur level and red is Pro level. 


Press the @ and = Directional buttons to move between the 

available cars and make your selection between automatic or 

manual transmission by pressing the # and § Directional 
buttons. Press the € button to begin the race. 


See the Cars section of this manual for full details of the 
different cars available. 


TWO PLAYERS 


Selecting Two Players from the Main Menu allows you to take 
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part in two player split screen races. Car and circuit availability 

are as in the Quick Race mode. Circuits and cars may be changed 
between races and a running score is kept for as long as the i, 
game remains in two player mode. 


The menus you encounter as you set up a two player game are , 
identical to those in the Quick Race mode apart from the car 
selection screen which is entered twice to set up cars for player 1 
followed by player 2. 


LOAC AND SAVE 

Selecting Load and Save from the main menu allows you to load a 
previous game or to save your current game to a memory card 
(for PlayStation@2). See your PlayStation 2 instruction manual 
for full details of how to use memory cards. 


It is important that you remember to save your game before you 
switch off your PlayStation 2. If you do not then your progress 
and records will be lost. 


OPTIONS 

Selecting Options from the main menu takes you to the Options 
menu. This consists of the following: 

Controls —- select this option to change your control setup and 
switch vibration on/off. If two controllers are connected, then you 
will be able to modify each controller individually. This screen also 
contains an option to allow you to switch slow car boost on/off. 
This option only affects the two player game and boosts the 
performance of the car in second place, making for a more 

exciting race when one player is better than another. j 
Sound - select this option to set music/sound effects volume 
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and output and listen to audio tracks. 

Records - select this option to view all race, lap and Time Attack 
records and to view your trophy cabinet. 

Reset Options -— select this option to return all game options to 
the default settings. 


THE PAUSE MENU 

If you press the pause button at any stage during the game then 
the game is paused and the Pause Menu is displayed. This 
consists of the following: 


Continue - exit from pause mode and return to the race 

Restart (in all modes except Championship mode) — restart the race 
Sound — Allows you to change music and sound effects levels and to 
set output type. 

Exit — exit to the Race Setup screen 


THE RACE END MENU 

When a race, time attack or challenge ends, the race result 
screen is displayed. Pressing the € button then takes you to the 
Race End menu. This may contain the following, depending on 
race mode: 


Next Stage - (only appears at the end of a Championship race) 
select this option to progress to the next race in the Championship. 
End — (only appears at the end of a Championship race) — select 
this option to end the Championship. 

Restart (does not appear in Championship mode) - select this 
option to re-attempt the game. 

Exit — select this option to exit the current game mode and return 
to the Game Select screen. 


SCREEN DISPLAY 


Ly" 


LAPS. 


08:28:34! 


Lap Times 

A display of your total elapsed race time with your lap times 
listed below. During Challenges and Time Attacks, this lap data is 
replaced by a display of your elapsed time. 


Lap Record 

A display of the lap record for the current circuit. During Time 
Attacks or Challenges, the lap record is replaced by a display of 
the Time Attack record or Challenge time bands. 


Rev Counter 

A display of your current engine RPM. The red marker indicates 
the peak RPM, the grey marker indicates the point at which gear 
changes will occur in cars with automatic transmission. 


Speed Display 
A display of your current speed in km/h. 


Gear Indicator 
The current gear that you are in. 


Race Position Bar 

A display of the current position of each of the cars in the race in 
a linear bar form. The left hand side of the bar represents the 
start of the race and the right hand end of the bar represents the 
finish of the race. Checkpoints (stars) and opponent cars are 
displayed at a different scale on the Race Position Bar to allow 
you to see this information in greater detail. 


Map Display 

The Map Display contains a diagram of the track, allowing you to 
see the shape of the circuit ahead, the position of checkpoints 
and the location of shortcut routes. Checkpoints are represented 
as blue stars on this map, with their number written in the center 
of the star. Your car and those of your opponents also appear on 
this display. 


q 
q 

q 
q 
I 


GENERAL DRIVING 


When driving normally, smooth control is the key to winni 


ing. Avoid 
sudden control inputs and steer with gentle progressive inputs. 


Always take the best racing line through corners, even when 
powersliding — the best racing line allows higher speed cornering 
due to its higher turn radius. The best racing line for a right hand 
corner would be to approach the corner on the left hand side of 
the track and cut across the track as you take the corner, getting 
as close as you can to the right hand side at the apex of the 
corner. After you have reached the apex, the exit from the corner 


should take you back out to the left hand side of the track. 


In circuit-based racing games, the only obstructions to taking the 
best line are the opponent cars. Wild Wild Racing is different 
since surface conditions and objects may block the best lin 
will need to make quick decisions to find the best lines in 
these circumstances. 


‘ et aia 
epee ¥ Oi Poeak Ps — are 


For hard cornering, a more extreme approach is required. 
Approach the corner at high speed, apply the handbrake at the 
last minute, steer hard in the direction of the turn, release the 
handbrake and immediately come back onto the power. Your car 
will swing into the corner and will continue to slide around the 
corner until speed and/or surface conditions allow your tires to 
grip again. To reduce your level of slide through the corner, you 
should apply steering in the opposite direction to your turn. 


Note: if you apply handbrake and do not steer, natural 
surface or gravity effects will tend to pull your car in one 
direction or the other. 
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USING SHORTCUT ROUTES 


The player who drives steadily and takes advantage of the 
shortcut routes will win every time. Some shortcuts are more 
challenging than the standard race line and some are easier. 


USING ROAD SURFACES 

Different road surfaces will cause your car to handle in different 
ways. Tarmac surfaces allow you to take sharper corners and 
makes your car more sensitive to control inputs while driving on 
loose dirt or gravel surfaces will require you to powerslide around 
virtually every corner. 


‘ 


The most extreme surfaces you will encounter are oil or ice but 
many levels feature patches of mud that slow you down. 
Sometimes these surfaces are present on shortcut routes but the 
general rule is to avoid these types of surface if possible. 


—— 


Wild Wild Racing takes place in five countries. Three of the 
countries are available at game start, with the remainder being 
progressively opened as you complete championship games. 
Races are played over 1, 2 or 3 laps in Beginner, Amateur and Pro 
modes respectively. 


As you progress though Championship levels, the number of 
checkpoints is halved. This results in shortcut routes opening up 
that create three possible configurations for all circuits except 
Mexico, which has two and Australia, which has one. The layout 
of these circuits are as follows: 


BEGINNER LEVELS 


P } = USA 


{ 


AMATEUR LEVELS 
1- USA 2 INDIA 


PRO LEVELS 


2 > INDIA 
. 
0 
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TYPHOON 


Type: Custom built car 

Manufacturer: Burgos Racetech 

Origin: India 

Maximum speed: Average 

Acceleration: Very good 

Handling: Average 

Engine: 8 cylinder 3500cc, three tuning options: 
Beginner: 250 BHP 
Amateur: 350 BHP 
Pro: 450 BHP 


The Typhoon is constructed from welded tubular steel with 
aluminium sheet panelwork. Its draggy lines when combined with 
its extremely powerful engine lead to good acceleration but a 
relatively low maximum speed. 
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Type: CUSTOM BUILT CAR 
Manufacturer: FLEET RACING Cars 
Origin: ICELAND 
Maximum speed: AVERAGE 
Acceleration: AVERAGE { 
Handling: VERY GooD 
Engine: 6 CYLINDER 2500CC, THREE TUNING OPTIONS: 
Beginner: 200 BHP 
Amateur: 300 BHP 
Pro: 400 BHP 


Demon is the lightest car in the competition. Like the Typhoon, it 

is based around a tubular frame structure with sheet panels to 
improve aerodynamics. Unlike the Typhoon, however, it is 
constructed primarily out of aluminium, making it extremely light 

and giving it good acceleration. 
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Type: CusTOM BUILT CAR 
Manufacturers: Row.a Race ENGINEERING/VFR RACETECH 
Origin: UK/JAPAN 
Maximum speed: VERY GOOD 
Acceleration: Poor 
Handling: Goop 
Engine: 4 CYLINDER 2000CC, THREE TUNING OPTIONS: 
Beginner: 150 BHP 
Amateur: 250 BHP 
Pro: 350 BHP 


Nicknamed the ‘Wolf Cub’, Kemono’s clean lines leads to it being 
one of the fastest cars in the competition. Due to its heavy 
construction, however, lighter and more powerful cars tend to 
have the edge over it in acceleration and handling. The key 

to driving the Kemono is to keep it moving and avoid collisions at 
all costs. 
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GRIFFON 


Type: MobIFIED PRO RACING CAR 

Manufacturer: ADVA ENGINEERING 

Origin: USA 

Maximum speed: AVERAGE 

Acceleration: Goop 

Handling: Goop 

Engine: 6 CYLINDER 2500CC, TWO TUNING OPTIONS: 
Amateur: 300 BHP 
Pro: 400 BHP 


Like the Mud Blaster, the Griffon is an ex-Baja race car that was 
modified for short duration racing. Like the Mud Blaster, it retains 
the suspension and drive train of the Baja race car which 
degrades its performance when compared to purpose built short 
endurance racing cars. 
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Type: HEAVILY MODIFIED STOCK CAR 

Manufacturer: VILBEL RACETECH 

Origin: AusTRALIA 

Maximum speed: Goop 

Acceleration: VERY GooD 

Handling: Poor 

Engine: 8 CYLINDER 3500CC, TWO TUNING OPTIONS: 
Amateur: 350 BHP 
Pro: 450 BHP 


Under its tough looking exterior, the Behemoth has a lightweight 
structure. The power of the Behemoth’s engine gives it 
breathtaking acceleration and top speed, but its lightweight 
suspension and chassis severely degrade its handling. This makes 
it suitable for only the most experienced drivers. 
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Type: CusTom BUILT CAR 
Manufacturers: ROWLA RACE ENGINEERING/VFR RACETECH 
Origin: UK/JAPAN 
Maximum speed: VERY GOOD 
Acceleration: VERY GOOD 
Handling: VERY GOOD 
Engine: 6 CYLINDER 2500CC, TWO TUNING OPTIONS: 
Pro: 400 BHP 
Special: 550 BHP 


esd. RSE fake | ie Pate oor te 
Not much is known about the Wild Wolf vehicle, other than it has 
been designed from the outset to be fast, lightweight and agile. 
Rumours abound that the Wild Wolf uses materials and 
engineering technology that are more suited to Formula One than _ 
to off-road racing. 
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INTERPLAY LIMITED 

go-DAY WARRANTY 

Interplay warrants to the original purchaser of this 
Interplay Entertainment Corp. product that the compact 
disc on which the software programs are recorded will 
be free from defects in material and workmanship for 
90 days from the date of purchase. If the compact disc 
is found defective within 90 days of original purchase, 
Interplay agrees to replace, free of charge, any 
product discovered to be defective within such period 
upon receipt at its factory service center of the 
product, postage paid, with proof of the date of 
purchase. This warranty is limited to the compact disc 
containing the software program originally provided by 
Interplay and is not applicable to normal wear and 
tear. This shall be void if the defect has arisen through 
abuse, mistreatment, or neglect. Any implied 
warranties applicable to this product, including 
warranties of merchantability and fitness for a 
particular purpose are disclaimed. Interplay 

disclaims all responsibility for incidental or 
consequential damages. 


Some states do not allow limitations as to how long an 
implied warranty lasts and/or exclusions or limitations 
of incidental or consequential damages so the above 
limitations and/or exclusions or liability may not apply to 
you. This warranty gives you specific rights, and you 
may also have other rights which vary from state 

to state. 


LIMITED WARRANTY 

If the compact disc or should fail after the original 
90-day warranty period has expired, you may return the 
software program to Interplay at the address noted 
below with a check or money order for $15.00 (U.S. 
Currency), which includes postage and handling, and 
Interplay will mail a replacement to you. To receive a 
replacement, you need to enclose the original defective 
compact disc in protective packaging accompanied by: 
(1) a $15.00 check or money order, (2) a brief 
statement describing the defect, and (3) your return 
address. If you have a problem with your software, you 
may wish to call us first at (949) 553-6678. If your — 
compact disc is defective and a replacement is 
necessary, U.P.S. or registered mail is recommended 
for returns. Please send the defective disc(s) only 

(not the box) with a description of the problem and 
$15.00 to: 


Warranty Replacements 
Interplay Entertainment Corp. 
16815 Von Karman Avenue 
Irvine, CA 92606 


COPYING PROHIBITED 

This software product and the manual are copyrighted 
and all rights are reserved by Interplay Entertainment 
Corp. and are protected by the copyright laws that 
pertain to computer software. You may not copy the 
software. You may not loan, sell, rent, lease, give, sub 
license, or otherwise transfer the software (or any 


copy). You may not modify, adapt, translate, create 
derivative works, decompile, disassemble, or otherwise 
reverse engineer or derive source code from all or any 
portion of the software or anything incorporated therein 
or permit or encourage any third party to do so. 


Notice: Interplay reserves the right to make 
modifications or improvements to the product described 
in the manual at any time and without notice. 


SOFTWARE USE LIMITATIONS 
AND LIMITED LICENSE 


This copy of Wild Wild Racing™ (the Software) is 
intended solely for your personal noncommercial home 
entertainment use. You may not decompile, reverse 
engineer, or disassemble the Software, except as 
permitted by law. Interplay Entertainment Corp. retains 
all right, title and interest in the Software including all 
intellectual property rights embodied therein and 
derivatives thereof. The Software, including, without 
limitation, all code, data structures, characters, 
images, sounds, text, screens, game play, derivative 
works and all other elements of the Software may not 
be copied, resold, rented, leased, distributed 
(electronically or otherwise), used on pay-per-play, 
coin-op or other for-charge basis, or for any 
commercial purpose. Any permissions granted herein 
are provided on a temporary basis and can be 
withdrawn by Interplay Entertainment Corp. at any 
time. All rights not expressly granted are reserved. 


Modem and Network Play: If the Software contains 
modem or network play, you may play the Software via 
modem transmission with another person or persons 
directly without transmission through a third party 
service or indirectly through a third party service only if 
such service is an authorized licensee of Interplay. For 
the purposes of this license, a third party service 
refers to any third party service which provides a 
connection between two or more users of the 
Software, manages, organizes, or facilitates game 
play, translates protocols, or otherwise provides a 
service which commercially exploits the Software, but 
does not include a third party service which merely 
provides a telephonic connection (and nothing more) 
for modem or network play. Authorized licensee 
services are listed on the Interplay Entertainment 
Corp. World Wide Web Site located at 

http://www. interplay.com. This limited right to transmit 
the Software expressly excludes any transmission of 
the Software or any data streams thereof on a 
commercial basis, including, without limitation, 
transmitting the Software by way of a commercial 
service (excepting those specific commercial services 
licensed by Interplay) which translates the protocols or 
manages or organizes game play sessions. If you 
would like information about obtaining a pay-for-play or 
commercial license to the Software, please call 
Interplay Entertainment Corp. in the US at 

(949) 553-6655. 
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Acceptance of License Terms: By acquiring and 
retaining this Software, you assent to the terms and 
restrictions of this limited license. If you do not accept 
the terms of this limited license, you must return the 
Software together with all packaging, manuals and 
other material contained therein to the store where you 
acquired the Software for a full refund. 


TECHNICAL SUPPORT 

TROUBLE SHOOTING ONLINE 

Interplay Entertainment Corp. Technical Support now 
offers troubleshooting guides with complete installation 
and setup instructions as well as information that will 
help you overcome the most common difficulties. If you 
have questions about the program, our Technical 
Support Department can help. Our web site contains 
up-to-date information on the most common difficulties 
with our products, and this information is the same as 
that used by our product support technicians. We keep 
the product support pages updated on a regular basis, 
so please check here first for no-wait solutions. If you 
have access to the World Wide Web, you can find 
these at 


www.interplay.com/support/ 


If you are unable to find the information you need on 
our web site, please feel free to contact Technical 
Support via e-mail, phone, fax, or letter. Please be 
sure to include the following information in your e-mail 
message, fax, or letter: 


* Title of Game 
* Platform 
* A description of the problem you're having 


If you need to talk to someone immediately, call us at 
(949) 553-6678 Monday through Friday between 
8:00AM-5: 45PM, Pacific Standard Time with 24 hours, 
7 days a week support available through the use of our 
automated wizard. Please have the above information 
ready when you call. This will help us answer your 
question in the shortest possible time. When you call 
you will initially be connected with our automated 
wizard, For information pertaining to your specific title, 
press "1" on the main menu and listen carefully to all 
prompts. All titles are listed alphabetically. After you 
have selected your title, the most common difficulties 
will be listed. If the difficulty you are having is not listed 
or you need additional assistance, you may press "0" 
on your games main menu, and you will be transferred 
to a Technical Support Representative. No hints or 
codes are available from this line. 


Interplay Entertainment Corp. Support Fax: 
(949) 252-2820 


Interplay Entertainment Corp. Technical Support 
16815 Von Karman Avenue 


Irvine, CA 92606 

HOW TO REACH US ONLINE 

INTERNET E-MAIL: support @interplay.com 
WORLD WIDE WEB: www.interplay.com 
FTP: ftp.interplay.com 
INTERPLAY WEBSITE 


Welcome to the Interplay Web! As a company 
dedicated to providing innovative, high-quality 
interactive entertainment software, we are always 
Striving to stay as close as possible to the leading edge 
of technology. This Web site is the latest example of our 
ongoing effort to provide a wealth of information and 
opportunities to you. 


As a company of fanatic gamers, we love the idea of 
gamers all over the world tapping into cyberspace to 
see, touch and feel our latest games. No hype, no 
marketing campaign; just great games. To make it work, 
our goal is to keep this site fresh and new, to make it a 
place where you can tell US what you like about our 
games... and what you don't like about them. So use 
the feedback options on these pages and sound off. 


Enjoy your visit in our Web site, explore alll the different 
areas we have to offer, and come back soon. Check us 
out in the weeks and months ahead; we will be 
introducing new and exciting areas for you to experience. 


Once again, welcome. 


Brian Fargo 
C.E.0. 

Interplay’s World Wide Web site is an Internet service 
designed to give you the latest information about 
Interplay and our products. 


This site features our demos, upgrades, product 
information and ordering information. 


How to get there 
From your Internet account, 
point your favorite browser to: www.interplay.com 


This website is not intended for technical support, but to offer new 
machines and the latest product information. For technical support, 
please contact Interplay as described in the Customer Support 
section. 


Interplay Entertainment Corp. 18615 Von Karman Ave., Irvine CA, 92606 
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